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1. Introduction

1.1 About the project

DIGI.COM/YOUTH project is a Key Action 2 Partnership 

project implemented by 5 European organizations 

active in the field of education and training from 4 

different countries in Europe: VHS, Cham (Project 

leader), TECNALIA (Spain), TKNIKA (Spain), University 

of Lodz (Poland and LEAP Ltd (UK).

The DIGI.COM/YOUTH project fosters the provision 

and assessment of digital competences by supporting 

personalised learning approaches, collaborative 

learning and strategic use of ICT, especially amongst 

young people in danger of social exclusion and outside 

of  formal education institutions. 

The target group of this project includes migrant and 

non-migrant individuals, marginalised youth, long-term 

unemployed, and NEET (Not in Education, Employment 

or Training)  who are not currently in formal nor non-

formal education. 

The project aims to provide young people with the 

necessary digital tools to assess their competences in 

order to understand and tackle their everyday needs in 

a digital world. In doing so, they develop professional 

competencies to help assist them in the transition to 

the labour market or education.

The key results of the projects are:

• DIGI.COM/YOUTH a needs analysis research into  

the digital competencies of young people .

• DIGI.COM/YOUTH framework which, based on the 

DIGICOMP framework, provides a work related key 

profile of a digitally competent young person.

• DIGI.COM/YOUTH platform providing the target 

users with digital challenges to assess their skills, 

knowledge and attitude.

• DIGI.COM/YOUTH guidebook  providing youth 

workers and ICT trainers  with a supporting document 

on the methodology and the use of the platform.

Introduction
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1.2 About the consortium
The consortium comprises 5 organisations from 4 

different countries providing a culturally varied per-

spective to the project and its results.

The organisatiosn have shared goals and key 

experiences in relevant field. 

Volkshochschule im Landkreis Cham e.V.

VHS Cham provides courses in the field of society, 

vocation, languages, health culture and special courses 

(second chance schools and literacy programmes for 

young people with fewer opportunities or those who 

did not finish school in regular time). The majority 

of the activities is directed towards young people, 

unemployed persons, including long-term unemployed 

and who want to change qualifications. VHS provides 

guidance, counselling and vocational information as 

well as training in order to get new qualification adjusted 

to the labour market.

TECNALIA

Tecnalia Research & Innovation (TECNALIA) are for 

Technology & Society Area assists public administration 

in reducing the digital gap by bringing Information and 

Communication Technologies (ICTs) closer to citizens 

and small enterprises, and facilitating their use. This 

aim is furthered through initiatives geared towards 

advice, training and dissemination; the certification of  

knowledge and competences; and the promotion of 

process digitization within organisations.

 

TKNIKA

Tknika is an Innovation Institute for vocational training 

established by the Vice-Ministry of Education of 

the Basque Government. It was created in 2005 to 

promote innovation in Vocational Education Training 

and Lifelong Learning in the Basque Country. The 

organisation concentrates on projects which are 

innovative and focused on the acquisition and transfer 

of knowledge.
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University of Lodz

The concept of lifelong learning has important place 

in the institution’s mission. They address educational 

offers according to demands of a society as a whole 

by establishing new forms of passing knowledge and 

targeting all age groups and various sectors. Their 

objective is to support learning process with the 

activities on the educational platform and promote 

modern methods of teaching.

Language Education and Partnerships LTD

LEAP offers a range of educational and training 

services for learners, trainees and educators in the 

context of non-formal and informal education. Their 

offer extends from foreign language and culture classes 

for learners of all ages, to professional development 

training events for established and aspiring teachers 

and educators, both in the UK and in Europe. Their 

mission statement: Promote professional standards 

in learning and teaching in the context of education 

through sustainable networks and collaborations. 
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1.3 Background information

Survey

The work for the DIGI.COM/YOUTH began with 

research phase which was supported by desk-top 

research by the consortium from DE, ES, PL and the 

UK. The research was conducted via questionnaires 

which were collected from 314 young people between 

the ages of 18 - 25 and 85 youth workers with and 

without expertise in the ICT area. The questionnaires 

provided the consortium with facts and findings which 

will be taken into consideration for the development 

of the learning platform and the training guide for the 

youth workers. 

The consortium took into account the items which 

the learners liked, i.e. searching for information and 

creating e-content  in order to include things which they 

are familiar with but also balance those points out with 

items that they are less familiar with but the trainers find 

important for the success in the labour market. In order 

to back-up the trainers opinions on important traits for 

the labour market, the consortium collected additional 

feedback from employers and via internet researches. 

It was clear based on this feedback what future 

employers are looking for in their future employees: 

• Use of basic office programmes seemed to be a 

requirement even for position at a low skills level.  

• Proficiency in the use of intenet to source 

information and in some case at a higher level use 

for databases, creation of webcontent. 

• For low skilled job opportunities, it is clear that 

employers expect a minimum level of ICT skills 

(especially skills in programmes for organization 

and management, i.e. word, excel, and searching 

for information on the Internet).

At a higher level it seemed clear that employer 

would expect employees to have a full use of office 

programmes as well as the ability to maintain public 

relations through the use of creation of web content

Furthermore there are no advanced classes about 

applications, programming, problem solving, social 

media and its characteristics, online communication 

(except for e-mailing), creating on-line content, safety 

or using Internet while job seeking for a job. Most of 

the courses are orientated toward local situation in 

schooling and labor market.  But basically these courses 

double middle school or high school curricula. It is an 

exaggeration to call these programs, ICT programs.
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Desktop Research and IKANOS questionnaires

The final step of the research phase included the 

desktop research by each of the partner countries at 

the national level and also evaluated at the European. 

It is evident that this project’s ambitions are innovative 

and should provide high-quality learning opportunities 

for the target group. The gamification and story-telling 

factor is not only unique, but should also appear 

to different types of learners. The feedback on the 

DIGCOMP framework will serve as the basis for 

the platform since the lowest level of the framework 

identifies with the target group from the research 

phase of the project. The profiling of the target group 

was also supported by the completion of the IKANOS 

questionnaire with the target groups. In some cases it 

was clear that the IKANOS questionnaire was even too 

difficult in terms of analogies and terminology.   
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https://digicomyouth.wordpress.com/blog/

Methodology report

In addition to the research phase of the project the 

methodology report was elaborated. This report 

includes a section on State of The Art, where the need 

for the development of the digital competence levels 

or profiles for European citizens and the different on-

going initiatives to tackle this need are pointed out.  In 

this section, the document also explores the concept 

of digital literacy and its importance in this age of 

technological advancements and how to bridge this 

gap teaching digital competences outside the formal 

education system. The report  analyzes as well current 

policies and European trends in ICT and digital skills 

with special emphasis on participating countries in the 

consortium and it focus on what will be the framework 

that the project will use to assess the digital skills by 

youth: DIGCOMP. Last but no least, the methodology  

report points out which are the best technologies for 

measuring digital competences and the technological 

platform that best supports it. 

To view the full report, visit:
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Main findings of the survey and desktop 

research:

• Gender, age and professional experience of the 

respondents do not form a common pattern. A part of 

trainers are not specialized in the area of ICT.

Recommendation: Use simple instructions, avoid 

specialized terminology.

• The majority of the respondents use content 

creation, information retrieval, organization, 

identification and data storage as the most frequent 

ICT methods (apart from a significant part of tutors who 

teaches only basic programs of MS Office - a current 

situation characteristic for Poland).

Recommendation: Use challenges which join these 

methods.

• Respondents use different ICT tools in their 

work. They see a need for workshops and courses, 

simplification of content and securing infrastructural 

background.

Recommendation: Considering the project application, 

it seems that we cannot provide any solution for 

infrastructural problems except delivering the on-line 

platform and appropriate guidelines for tutors and 

students.

In general, respondents find whole range of ICT-

related topics as useful. The most frequent problems in 

working with students are their lack of skills and lack of 

equipment or infrastructure.

Recommendation: Same as above; make sure to 

create guidelines and instructions as simplified as 

possible dour to the lack of adequate knowledge and 

competence among our potential participants.

• Respondents find tools like e-mail; multimedia 

presentations and e-learning platforms as useful. Least 

useful are: discussion forums and e-books.

Recommendation: Use elements of multimedia and

graphic representations of the content to present all 

instructions needed. 
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•  When it comes to coaches’ opinions about their 

trainees, they are skilled in using popular devices like 

Skype or Facebook, but still see a strong need for 

improvement in other ICT-related fields. In general, 

they are not older than 25 but the average age of 

students was varied. They must cope very often with a 

range of socio-economic problems.

Recommendation: Provide a possibility to contact 

tutors via Skype or Facebook during completing tasks 

on the platform (‘face-to-face’ contact; more friendly 

environment).

• The respondents are mostly males in their 

adolescent period (not older than 25) – most commonly 

high school or VET graduates with no diploma and 

currently unemployed. 

However they struggle with different life obstacles. 

Recommendation: Create the themes of challenges 

around problems familiar to young male adults, currently 

seeking for a job, and/or interesting for them - to make 

jumping through hoops easier and more exciting.

• Young people use computers or other devices 

mostly at home (excluding Polish respondents who in 

majority use smart phones and work with computers 

only during classes, if they are enrolled to any) for 

entertainment purposes and communication.

Recommendation: It seems to be a common ground for 

almost every respondent to use any kind of e-devices 

for purposes of communication and entertainment only. 

If so, we should develop a platform with challenges 

which will use entertainment values and themes along 

with the need of communication between participants 

to complete the tasks. Following this premise, all the 

other features of learning new skills should be hooked 

up to these two main areas.
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• Respondents primarily use text editors and are 

Internet users on a beginners level. The internet is a 

leisure tool. If we have to find a common ground for all 

partner countries, only these apply.

Recommendation: Same as above; mind the fact 

of very low level of different skills and competences 

apart from using text editors and searching for basic 

information, mostly entertainment related.

• Respondents (also ICT courses participants) seek 

support mostly in the field of multimedia presentations, 

computer applications, e-content creation and problem 

solving. 

Recommendation: It has to be decided how to structure 

the challenges - should they be dedicated to each 

issue (every time level by level; island after island) or 

could they be combined in every challenge and then 

structured according to the level of advancement.
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www.creativethinkingproject.eu

The platform has been designed using the 

DIGICOM Framework that was developed 

following the DIGITAL COMPETENCE  Framework 

version 1 (http://ftp.jrc.es/EURdoc/JRC83167.pdf

) and therefore it can be aligned to the 

Europass CV section on digital competences.

To access the DIGITAL COMPETENCE  Framework 

version 1, visit: 

http://ftp.jrc.es/EURdoc/JRC83167
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The platform fully supports the use of the latest version of the Europass CV which now includes a 
self-assessment grid for mapping digital competences in the following areas: information processing, 

communication, content creation, security, problem solving using proficiency levels and descriptors. 

Each user/student can use the platform to be able to assess its own competences in each area and transfer 
the data to the Europass CV.

http://europass.cedefop.europa.eu/documents/curriculum-vitae
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1.4 The concept

The platform uses a story telling format which aims to 

engage users/students into the quiz format. 

The DIGI.COM/YOUTH project has an important role 

in terms of the youth participation and aims to attract 

young people’s engagement through gamification and 

storytelling. 

Several studies relate user engagement to several 

concepts such as Storytelling (Schoenau-Fog et al., 

2013), flow (Chen, 2007; Sweetser and Wyeth 2005), 

presence  (Tamborini and Skalski, 2006), immersion 

(Jennett et al., 2008), enjoyment (IJsselsteijn et al., 

2008) or motivation (Rigby and Ryan, 2011). 

However, in the past three years, there has been a 

trend in video game design that focuses on storytelling 

over gameplay as engagement factor to try to establish 

an emotional connection between the game and the 

player through interactive storytelling, and this is the 

approach that DIGI.COM/YOUTH project uses for its 

educational platform.

In educational contexts, storytelling can also be used 

to provide learning content that is easy to understand 

and memorize because humans tend to organize their 

knowledge in the form of stories (Bruner, 2002). Thus 

that is why we think the implementation of five digital 

islands concept in the platform is suitable for acquisition 

of the five areas of the digital competences described 

in DIGCOMP framework.

The choice of story telling and game like environment 

has been determined by the understanding that an 

important aspect of educational gaming is to provide 

safe and playful environments where failure is an 

accepted part of the game dynamic, and learning 

through mistake-making is the pedagogic basis. 

From psychological perspective, individual engagement 

is intrinsically motivated by curiosity, effort, enjoyment 

and the need of achieving the own intellectual or 

personal goals. 

So engagement is an active feature that technology can 

support through digital games and storytelling, which 

enable the players to control over their own actions 

while providing freedom to explore and take decisions.
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1.5 About the guidebook 

The guidebook has been developed to provide youth 

workers and ICT trainers with a reference tool for 

getting familiar with:

• Key elements of  the state-of-the-art of ICT and 

digital competences 

• DIGI.COM/Youth digital profile

• ICT methodologies 

• Use and implementation of the platform
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DIGI.COM/Youth strategies and methodology

2. DIGI.COM/Youth  
strategies and methodologies

2.1 A digitally competent individual

There is an increased consent across Europe regarding 

the need for increasing the level of digital competencies 

of any European citizen in support of lifelong fulfilment 

in society and successful employability.  It comes 

with no surprise that a number of different on-going 

initiatives are been implemented at European level to 

tackle this.  

Despite many initiates, reducing the gap in digital skills 

remains a challenge across a fast changing European 

society. 

A critical issue is that, considering aspects of 

employment, learning digital skills by  EU citizens in 

non-formal and informal education remains essential. 

However, formal validation and recognition of skills and 

competences acquired in such environments is still 

problematic in many cases. 

Amongst many initiatives to support validation and 

recognition of digital skills in non-formal and informal 

education is the development of the DIGICOMP 

framework which takes into account the transverse 

components of ICT in the digital competences that 

are necessary for a variety of professional profiles. It 

is on the basis of such framework that the project has 

been able to define a profile of a digital component 

youth which is more at risk of social exclusion.  This 

in order to develop a platform which is able to assess 

skills, knowledge and attitude of any young people 

encouraging them to develop the necessary skills to be 

successful in securing and remaining in employment.

A digitally competent individual is one that can operate  

securely across a number of key areas at least at 

a basic level. The areas have been mapped and 

adapted for the purpose of this project in terms of the 

development of the platform:
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Area Competence

Information C1.1. Browsing, 
searching and 
filtering informa-
tion

C1.2. Evaluating 
Information

C1.3. Storing 
and retrieving 
information

Communication C2.1 Interacting 
through 
technologies

C2.2. Sharing 
information and 
content

C2.3. Engaging 
in online 
citizenship

C2.4. 
Collaborating 
through digital 
channels

C2.5. Netiquette C2.6. Managing 
digital identity

Content creation C3.1. Developing 
content

C3.2. Integrating 
and re-
elaborating

C3.3. Copyright 
and Licenses

C3.4. 
Programming 
information

Safety C4.1. Protecting 
devices

C4.2. Protecting 
personal data

C4.3. Protecting 
health

C4.4. Protecting 
the environment

Problem solving C5.1. Solving 
technical 
problems

C5.2. Identifying 
needs and 
technological 
responses

C5.3. Innovating 
and creatively 
using technology

C5.4. Identifying 
digital 
competence 
gaps

DIGI.COM/YOUTH Framework

20



2.2 Engaging methodologies 

A number of methodologies in non-formal and informal 

education have been identified across Europe as being 

engaging and effective. These are:

MOOCs

“MOOCs, or massive open online courses, are 

platforms made for having access to educational 

information, usually free, credit-less and massive, 

which means that access is not limited. Many MOOCs 

use video lectures, employing the old form of teaching 

using a new technology. Because of that, MOOCs 

require instructional design that facilitates large-scale 

feedback and interaction. 

Courses are ‘designed to be challenges,’ it is a way 

to connect, collaborate, and engaging in the learning 

process and it fits perfectly the purpose of Digi.Com/

Youth project wit its “5 Digital Islands” approach. Many 

of the available MOOCs provide a certification fee once 

you have completed the course, this can not be just in 

grading in a final exam, instead the evaluation can be 

based on the results achieved among the course and 

peer-review from the rest of the students. 

For the European Commission  this kind of platforms 

have the potential of reaching a far larger and more 

diversified audience than traditional forms of learning, 

and at a lower cost”.

(DIGI.COM/YOUTH O1 Report, 2016, https://
digicomyouth.wordpress.com/blog/)
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Mobile Learning

“Mobile learning involves the use of mobile 

technology, either alone or in combination with other 

information and communication technology (ICT), 

to enable learning anytime and anywhere. People 

can use mobile devices to access educational 

resources, connect with others, or create content, 

both inside and outside classrooms”. 

(ICT in Education, Mobile Learning, http://www.unesco.

org/new/en/unesco/themes/icts/m4ed/)

The main differences between e-learning and 

m-learning are that e-learning is ‘the learning supported 

by digital electronic tools and media’ and m-learning 

es the ‘e-learning using mobile devices and wireless 

transmission’.

Basic elements of e-learning are learner, teacher, 

environment, content and assesstment, but there are 

some mobile learning particular characteristics: 

• Ubiquitous/Spontaneous: Mobile learning is context 

aware, meaning that students can learn everywhere.

• Portable size of mobile tools: Mobile learning tools 

are small and portable.

• Blended: Students can use mobile tools for 

homework, projects or etc. Blended learning can 

maximize the benefits of both face-to-face and online 

methods.

• Private: only one learner at a time usually has 

access to the mobile tool.

• Interactive: Students are not passive, the functions 

of mobile tools and environments allow varying levels 

of interactivity.

• Collaborative: Mobile technologies are support 

communication between students and teachers.

• Instant information: Learning content must reflect 

this requirement by providing material that enables a 

learner to quickly zone into information. 
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Open Badges

In the twenty-first century, learning takes place almost 

everywhere, at all times, on all kinds of paths and at all 

kinds of paces. With the click of a mouse or the touch of 

a screen, young people and adults can access a wealth 

of information, analyze it, and produce new knowledge 

at any time. They can do this, moreover, on a “just-

in-time” basis, getting the information they are most 

interested in, in virtually whatever format they choose. 

(Expanding Education and Workforce Opportunities 

through Digital Badges, 2013)

These learning opportunities break wide open the 

traditional confines of school walls and school days, 

and provide more options and opportunities for lifelong 

learning. Individuals have the ability to develop content 

knowledge as well as skills such as critical thinking, 

communication, and collaboration that are essential for 

productive employment and effective citizenship in the 

twenty-first century. Students also have the ability to 

develop specific workforce skills and build on their own 

interests. 

Attractive forms of exploring new open educational 

resources should be incorporated not only in initiatives 

in formal education but especially in non-formal and 

informal education or other forms of spending free time 

like Mozilla Open badges. Open digital badges have 

gained traction since 2011 because they meet needs 

not currently being met for lifelong learners transitioning 

from one career to another, or for employees staying 

current with their careers. Nowadays, many of 

our developed abilities are unevenly recognized 

or not recognized at all. There are skills, abilities 

and knowledge acquired outside formal learning 

environments that lack the necessary credentials to 

verify what someone know and can do. 

Open digital badges are credentials. They are tokens

of trust used to vouch that people are who they say 

they are, and have the knowledge or skills they claim to 

have. When claims about learning are represented by 

a credential, whether as a grade, degree or certificate, 

we trust that those claims are legitimate. Employers 

place trust in credentials when considering whether 

to hire prospective employees so these badges are 

critical for those unemployed youngsters willing to 

obtain their first employ and trying to vouch their skills 

acquired in informal settings. The open badges are 

used as credentials to signal information about people’s 

qualities, abilities, skills, and achievements and are 

information rich, transparent, and “interoperable” or 

portable across many different systems and platforms 

on the web.
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Gamification and storytelling

The evolution in traditional game industry has opened 

up new market contexts where expanding the potential 

reach of gaming, especially of serious games for 

educational purposes for both formal and informal 

learning environments.

Digital games have the potential to support learning 

in a variety of contexts, from primary and secondary 

schools (e.g. Bottino & Ott, 2006; Suh et al, 2010; 

Watson, Mong & Harris, 2011), to universities and 

non-formal education (e.g. Connolly, Stansfield & 

Hainey, 2007; Ebner & Holzinger, 2007; Whitton & 

Hollins, 2008). However, it remains difficult to assess 

competencies developed through games.

Several studies relate user engagement to several 

concepts such as Storytelling (Schoenau-Fog et al., 

2013), flow (Chen, 2007; Sweetser and Wyeth 2005), 

presence  (Tamborini and Skalski, 2006), immersion 

(Jennett et al., 2008), enjoyment (IJsselsteijn et al., 

2008) or motivation (Rigby and Ryan, 2011).

However, it remains clear that educational games 

and use of storytelling to assess and develop digital 

competencies remain in an infancy stage. Hence, the 

task of the platform is to provide digital islands that 

engages users and assess and develop their digital 

competencies.
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2.3 Tools for learners and educators 

https://www.coursera.org/

https://www.khanacademy.org/

There are a number of online courses, tools and 

applications that can be used to develop digital skills 

and/or create digital content. The DIGI.COM/YOUTH 

team has selected some for you.
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https://www.udemy.com/

https://www.futurelearn.com/
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https://alison.com/learn/computer-basics

http://www.gcflearnfree.org/basic-computer-skills/
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http://www.allourideas.org/

http://teamup.aalto.fi/
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https://tripticoplus.com

https://getkahoot.com/
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http://www.edcreate.com/

http://www.toolsforeducators.com/
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http://larryferlazzo.edublogs.org/2008/04/21/the-best-websites-for-creating-online-learning-games/
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DIGI.COM/Youth platform

3. DIGI.COM/Youth Platform

3.1 Introduction to the platform

The platform has been designed to provide staff and 

individual learners with an online tool that is able to 

assess digital competencies and encourage learners 

to identify their level in different digital areas:

• Information

• Communication

• Content creation

• Safety

• Problem Solving

The platform is structured around 5 islands which 

contain a set of questions that each individual learner 

can complete at their own pace.
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Each island can be accessed independently, however, 

each of the islands is progressive and follows the 

storytelling concept. 
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Each questions ask learners to complete tasks by 

accessing information or identify the correct option 

from a list provided or in some cases by interacting 

on the Paddock (the forum) to obtain some additional 

information to help with answering of specific questions.

The Paddock (Forum) is a key feature of the platform 

which encourages learners to interact with others 

and develop their digital communication skills. 
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The results achieved after completing the course can 

be accessed by teachers/trainers who are then able 

to identify which areas learners need support with.
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3.2 Try the platform now!

http://platform.digicomyouth.eu/

1. To log in to the 
DIGICOM/YOUTH 

platform follow the link:

You will see the following screen

To access the platform, we suggest that you 

ensure that each computer or mobile device 

has an access to an active internet connection.

3.3 How to access the platform
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2. Select courses within the ‘Navigation’ 
menu. 
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3.Select the language version most appropriate to 
your needs from ‘Available courses’

4. Click on “Developing digital 
competencies’ for the English 

version
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5. For quick’login use the ‘log in’ 
option in the top-right corner

6. Steps 3, 4 or 5 will take you to 
the log in page - log in to the  

platform using your log in details
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When you log in for the first time, you 
will see the screen below which details 

what you need to do.

7. Click ‘close’ to access the 
islands
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3.3 Using the digital challenges

You will be presented with the large screen 
below, displaying the various islands of 

activities

8. By hovering over an island it will 
become active (change colour) and can be 

selected by clicking

9. By clicking on the paddock, you will be able to access the collabora-
tive area where you can post items and comments as you work through 

the activities in each of the islands.
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10. To return to the main islands, simply click on 
your EN_DIGICOMYOUTH course on the 

left hand side

11. To access each of the islands, 
simply click on them, for example, 

click on: Info Raceway Circuit
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You will see the screen below which privide s an overview of the Info Raceway Circuit.

12. Click  here if you 
wish to access all the 

activities

You will see the following screen

13. Click ‘Attempt quiz now’  
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14. After clicking a task you will be 
directed to a set of activities, which you 

will need to complete. Once completed you 
can submit your answers and move to the 

next stage and island
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3.4 Implementing the digital challenges

15. Trainers can view learners’ progress at 
any time by clicking on the ‘grades’ option 

on the right hand side

The platform can be used for trainers to initially assess skills and competences to ascertain 
what individuals can and cannot do. This is information can then be used to develop an 

individual action plan to address any areas they needs to improve.

The platform can be used in different ways 

by trainers, teachers and youth workers:

Within an non-formal setting, the platform can 

be used to assess digital competences to then 

decide how to support each student in gaining 

additional competences and improve existing ones.

Within a more structured settings, the 

platform can also be used to develop 

competences in whole group class activities. 

For example, if we use as a starting point the Info 

Raceway Circuit which deals with information, 

trainers/teachers could use each question to then 

develop the competences for searching information 

using the internet, accessing web browsers, 

search engines, comparing information and etc.
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The user reports provide imprtant action for learners and/or teachers, 
to make informed decisons about subsequent engagement with the 

platform and its activities
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3.5 Certificate

On completion of each islands, students can receive a 

‘badge’ (certificate) showing which competences they 

have. 

There are 5 ‘badges’ to be gained, one for each 

competence area. Each badge has a different icon:

On the front page, the certificate contains information 

on the island the user/student has completed. For 

example:

Information

CommunicationContent creation

Safety Problem solving
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In addition, employers can also access and verify the 

badge by using a QR code which is printed on the front 

of the badge/certificate.

To access the badge using a QR code, employer will 

need to have access to a smart phone with a QR code 

reader. Scan the QR code, this will open up the badge 

online. 

Here is an example: 
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Certificate Template

Page 1

Page 2
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